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Thankyou tor purchasing Tradewesf$ DOUBLE DRAGON for 
your Nintendo Entertainment System. For maximum enjoy 
merit, please read this instruction Manual thoroughly 
before playing I 
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Precautions 
1] This is a high precisian gams. It should not be stored in places that are very 

trot or cold. Never till or drop if, Do nol rake il apart, 
2} Avoid touching the connectors. Do not get them wei or dirty. Doing so may 

damage Ihft game., 
3) Do not clear, witn Penzene, paint thinner, alcohol a r other such solvents. 
4] AJwoys lurh the power off before inserting or removing the cassette from 

the Nintendo Entertainment System. 
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The Double Dragon Story 
Double Dragon is the story of Billy and Jimmy Lee, twin brothers who learned to 
fight on the cold, tough streets of the city. Their expert knowledge of the martial 
aits, combined with fheir street-smarts, has made them both fotmidable 
fighting machine*. 

But now Billy is faced with his greatest challenge: his girlfriend. Marlon, has 
bee n kldn apped by fhe Alack Warriors, the soya ge street gang of the 
mysterious Shadow Boss! Using whatever weapons come to hand-kmves. 
whips, bats* rocks, oil drums, even dynamite - Billy must pursue the gang 
through Ihe slums^ factories, and wooded outskirts of the city to reach I he 
hideout for his final confrontation with the Shadow Boss... his brother Jimmy! 

- 
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Controlling the Action 

Control Pad: Has eight different maneuver Press to the right or left twice to use 
a Head Butt against your enemies. 

Select button; Press to choose between I wo game modes. In one-player mode, 
you pEay against the computer. In two^ptayer mode, you chgllenge another 
piayej. 

Start button: Press when you are ready to play, 

A button: Press to punch. Punch in fhe direction of your opponent 

b button: Press to kick Kick in the direction of your opponent. 

A button + 0 button: Press A and B simultaneously to jump. 

The techniques explained above con be used In Level 1 More advanced 
techniques are available in higher ievete. 
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Attacking the Enemy 
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Punch: 
Ihe direction o( your Opponent 

Kick: Press the B button. Kick rn the 
direction of your opponent. 

Head Sutt: Press the Control Pad led 
. 
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Uppercut: Press (he A button when 
the enemy is squatting, 

Jump Kick: Press the A end & buttons 
simultaneously. For a diagonal 

Hair-Pull Kiclc When the enemy is 
squatting, approach and pull his hair 
and press the B button. 

low Kick: Press Ihe B button when 
the enemy is squatting, 
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Spin Kick: Press the Control Pad 
twice while facing the enemy. 

Over-Shoulder Throw; Pull the 
enemy's hair and press the A button. 

Elbow Punch: Press the Control Pad 
lo the left twice when the enemy is 
approaching from the left. Press the 
Control Pod to the right Iwice when 
the enemy ts an the night side. 

Pin Attack: Approach when the 
enemy is down. Press the Control 
Pad down and land on ihe enemy. 
Press the A button. 

S 

Technical Levels 
Double Dragon has 7 levels of technical skill. Every game starts at Level 1. At 
each additional level, you team more fighting techniques. 

Indicator; When your score reaches over 099, a v1 mark wifcl appear and yog 
will go up 1 leveL 
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Game Stages 
The action in Double Dragon takes place in 4 different stages, or scenes: the 
City Stum, the Industrial Area, the Forest, and the Hideout of Ihe Boss. 

m ■ 

WTJ D ■ 
■ 

i 

■> 

.ijJ 
■ 
■ 

■ 

S' 
■ 

■ ■ ■ Jk l ■ 
■ 

1 

m i m 

industrial 
■ Area 

r. 
rI 

V ■ 

:i 
: 

m4[ t- 
ft ■W 

■- 

;>-■ ■ 

1 I 3T 
■■ *. ■ 

■ • ■ ■ 

. ' 

; % vVt- ‘V Cl ■ 
* ■ ■ c ■V ■ <* 

r 

, *: w 
■ ■ ■ 9 f • * > l ■ 

■ ,*v.: ■ •c ycvu fiu . .. ,.. = • •- 

i; e - 
■ 

Hideout 
of the ¥ ■ 

Cast of Characters 

A Billy Loo: Height 5'1Cr 
Weight 165 lbs. The 
hero of Put story, he 
began hisKung Fu 
framing at age 12 
and became a Kung 
Fu-Sosaiken Master 
at 20. 

v Jimmy Loo: Height 
5'10", weight 170 lbs. 
Silly's twan brother, he 
is secretly the 
Shadow Boss, mysteri¬ 
ous Leader of fh© 
Black Warrior j, 

7 I 1 i . 
vri 

I K 

, it Ll- : 
■ a 

■ Al\ ■ 

I - 

iK i 
:< ■ 

i 

I IC t 

: ■ 

ft 

i 
■ 

c-r n 

Lopar Height 5r 
weight 175 lbs. Has a 

Abo boa Height 6'3 
werghl 260 lbs. The 
Middle Boss; likes to 
ihrow bombs and 
slap people around. 
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nasty right and left 
punch; likes to throw 
oil drums. 
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- t. V \ Linda: Heigh! 5r4". 

weight -114 lbs. Watch 
oul for her right or left 
punch; she also 
wields a mean whip 
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Will la-ms; H erg hi 5rSw, 
weight 167 lbs, Has a 
strong jump kick; very 
handy with a knife or 
a bat. 
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hi E WIHy: Height ^ 

weight 203 ibs. The 
Big Boss, Armed with 
a machine gun, and 
not afraid 1o use it. 

\ Chintak Height fr'6* X ■■ 

'h 

. werghi 132lbs.A ■ I 
m 

k: ■. 
: Karate Master. 
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Your Weapons 
To pick up of throw a bos. rock, oil drum, dynamite stick, or “knife, press A by lion. 
To swing the bat or crack the whip, press A button. 
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Whip 

Dynamite 
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Compliance with Regulations 
Xh\% equipment generates and uses radio frequency energy and if nal Installed and 
used properly, lhal isv in sfrict accordance with the manufacture's instructions, may 
cause Interference to radio ones television reception. Ft has been type tested end 
round to comply with the limifs for a Doss b computing device In accordance with 
the specifications in Subject J of Part 15of FCC Rales, which are designed to 
provide reasonable prelection ago-inst SOOh interference In a residential installation. 
However, there is no guarantee Ihat interference will net occur in a particular 
installation, Ff Jhis equipment does cause Interlerencc to radio or telewsica 
reception, which con be determined by turning the equipmeni off and or the user 
is encouraged to try to correct the Interference by one or more of the following 
measures: 

-Reoiient the receiving onrenna 
-Relocate the NES with respect to the receiver 

Move ihe NES away from the receiver 
-Plug the NES Inf a a different outlet so that computer and receiver are on 

different circuits. 

If necessary, the user should consult the dealer or on experienced radio,'television 
technician ?or additional suggestions, The user may find the following booklel 
prepared by the Federal; Communications Commission helpfuF: How to le'entify and 
Resolve J?adio-TV Interference Problems, this booklet is available from rhe U.S. 
Government Printing Office. Washington. DC 20402, Stock No. 0Q4-QOQ-D0345-4. 

Limited Warranty 
Trade west. Inc. warrants!□ the original purchaser of Ibis Tradewesi software product 
thai the medium on which this computer program Is recorded is free from defects in 
materials and workmanship fora period of ninety [9CJ dovs from the date of 
purchase. ThIsTradewestsoftware program is sold "as is,' without express or implred 
warranty of any kind, and Trade west Is not liable tor any losses or damages of any 
kind resulting from use of this piogrom. Tradewesl agrees for a period at ninely [GD) 
days to either repair or replace at its option,free of charge, ony Iradewesf software 
product, postage paid, with proof qi date of purchase, qi its Factory Service Center 

This warranty is not applicable to normal wear and tea r. This warranty shall not be 
applicable and shall be void if the defect In the Trade west software product has 
orison through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS 
IN LIEU 0 F ALL OTHER WARRANTIES AN D NO OTH ER REPRESE NTAHON5 OR C LAIMS OF 
ANY NATURE SHALL BE BINDING ON OR OBLIGATE TRADE WEST. AMY IMPUED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT. INCLUDING WARRANTIES OF MERCHANTABIL¬ 
ITY AND FITNESS FOR A PARTICULAR PU RPOSE, ARE LIMITED TO THE NINETY ($0) DAY 
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL TRADE WEST BE LIABLE FOR ANY SPECIAL 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FTOM POSSESSION USE OR 
MALFUNCTION Of THIS T£ADEWE$T SOFTWARE PRODUCT. 

Some Sides do nol allow limitations as to how long an implied warranty lasts 
and-or exclusions or limitations of Incident Or consequential damages 50 the 
above limitations and/or exclusions of lability may not apply to you. This warranty 
gives you .specific nghts, and you may also have other rights which vary from store 
lo slate. 
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